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An Erasmus+ project
Chess: a Game to be Spread in Schools - Conference

The European Chess Union is inviting you to the CGS conference,
which will present the results of the project, in Zurich.

Zurich Saturday 14 May 2022 09.00 — 17.30
Dorint Hotel - Riethofstrasse 40 CH-8152 Opfikon-Glattbrugg
https://hotel-airport-zuerich.dorint.com/en/

The conference will be in English, with free admission, and is aimed to all those interested
in the educational use of the game of chess: teachers, educators, chess instructors etc..
You just need to send an email to formazione@alfierebianco.com indicating your name,
surname, school (or Association, Company, etc..) belonging, your email address and
address of the sending/belonging organisation - before 10 may 2022 to be admitted.

Brief description of CGS project

The European Parliament, in its Declaration of 15 March 2012, encourages the introduction of
‘Chess in schools’ programme in the education systems of the Member States. The “Chess: a
Game to be Spread in Schools” project aims to support the implementation of the Declaration
by creating a virtuous model of school activity, at European level, with the sharing, improvement
and implementation of existing good practices, so that the model that emerges from the project
can be used by each EU country. The objective of the CGS project is to establish a model for the
dissemination of the pedagogical use of chess in schools. With the project, teachers will be able
to carry out the operational activities in their respective classrooms in a fully autonomous
manner, in school hours, and they will be able to multiply their effect by training, trough Peer
Tutoring activities.

The project targets are school teachers, and pupils aged 3 -11 years old.

Preliminary programme

14 May 2022
09.00 - 13.00

* Registration of participants

* Conference opening and welcome (Andrea Bruni CSEN — CGS General manager)

* The CGS project overall presentation (Theodoros Tsorbatzoglou — ECU General
Secretary)

* Models A (IO 1) and B presentation (Luis Blasco de la Cruz — Club Villalba 64, Irene
Pulzoni — Alfiere Bianco)

PSYCHOMOTRICITY ON GIANT CHESSBOARD (models A and B)

The development of these outputs stems from the observation that play on a giant chessboard
has given excellent results in the CASTLE/ERASMUS+ project (2014/2017), in the context of the
development of cognitive and psychomotor skills in first and second class primary pupils (model
B), so it can be deduced that it is undoubtedly a tool that can give important results also in



kindergarten.

In fact, thanks to the experience of the partners, we adaptedt this educational tool for 3/5-year-old
(Model A) children by proposing new games and measuring the proposals according to their
cognitive needs. It is certainly an activity able to help teachers in their entire educational task, not
in itself proposed with the exclusive aim of chess learning. Among the many aims of this activity,
we can highlight those that can mainly be part of the educational needs in that age group, such
as enabling children to: master laterality and lateralization to improve the space-time
organization, to know the directions (vertical back and forth; horizontal left and right, diagonal), to
know and experience different rhythms and to learn to collaborate and respect each other
through play. The aim of this didactic protocol is to make the various activities, all based on
games, accompanied by fairy tales and songs, applicable in the classroom by the teacher who
will receive a text written in a precise and very detailed way. In order to increase the
understanding of the conduction and objectives of each game, each activity will also have an
illustrative video recorded live so that you can understand how the activity was carried out by a
teacher in your class.

* CGS Research (10 4) presentation (Davide Della Rina — Turin University)
CGS RESEARCH

The University of Turin (ltaly) is providing the final report of the CGS research, also providing the
3 intermediate reports, at the end of each training cycle, to allow the right orientation to the
project. In this it will be helped by the partners Alfiere Bianco, Club Deportivo Elemental 64
Villalba and Uppsala Skolschacksallskap for the data collection both through the observations
they will make in class (RATING SCALE) and in the administration and collection of the foreseen
tests (SEMISTRUCTURED INSTRUMENTS).

This interim report is containing the results of the measurements concerning:
a) effectiveness of training in models A) and B)

b) effectiveness of training in models C) and D) c) Interpretation of the data regarding the
effectiveness of the introduced training processes.

* Model D (IO 2) presentation (Jesper Hall - Eurepean Chess Union)
CHESS AND CODING (model D)

This model (D) is based on chess, plus use of the web for third, fourth or fifth classes of
primary school with elements preparatory to learning coding .



Through this output we provide teachers with:

1) A manual for learning the rules of the game of chess in the classroom with pedagogical
purposes

2) A series of interactive games that can be played online, directly connected with the
method used in the manual, that is to say, that follow the teaching progression, the same
learning objectives set out in the manual, and act as an integration of the activity in the
classroom.

3) A series of illustrative videos, connected to each lesson, to support the activity to be
carried out in class

4) The use of the game of chess for the development of computational thinking, with
exercises and explanations to introduce the first elements of coding into the class. This
part will be present both in the manual and online and it will already be integrated in the
first lesson on chess learning

14.30 - 17.30

Notable Speakers:

Zurab Azmaiparashvili — European Chess Union President

Dana Reizniece-Ozola - Deputy Chairman of FIDE Management Board
Bea Johner - President of Chess4kids Association Zurich

* Guidelines for training teachers (10 3) presentation (Massimo Taddia - CSEN)
GUIDELINES FOR TEACHERS

The guidelines for teacher training will cover the teaching and learning of the 4 teaching
models used in the project - which together make up the complete training protocol - and is
referred specifically to A) B) C) and D) in 4 separate sections. Each section will contain
two subsections: the first, on learning the specific models to carry out the activity in the
classroom, as a teacher to one's pupils, the second, on learning the training model to be
used in courses for teachers, as tutors, to train colleagues.

The first subsection will contain all the instructions for teachers for:

1) first, provide an introductory self-training in preparation for the course in presence, on
the relative model (availability of materials on the platform and their use), to be carried out
prior to the course.

2) during the course - provide indications on the contents of the didactic model, examples,
objectives, aims for the pupils.

3) give indications on how to intervene in the class, lesson by lesson, through frontal
expositions, group exercises, video projection, role playing (identification) and practical
activities during the training course.

* Training platform (IO 5) and model C presentation (Alessandro Dominici — Alfiere
Bianco)

The interactive online training platform (10 5) is the pivotal tool on which all the training
provided by the project will revolve, both for teachers and pupils, and the subsequent
dissemination of training models, which will be made applicable in all European countries.



